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Abstract  
This research in progress aims to contributing to the already existing knowledge on the phenomena of 
learning existing in the massively multi-players online role-playing games  (MMORPG). The objective 
is to be able to identify social skills (personality) and professional skills (managerial skills) which the 
players can develop by playing in MMORPG. A better knowledge of the effects of this technology on 
the players would allow to know better the consequences on the real life of the players as the recruit-
ment by online games. So, by basing us on learning theories then on a previous qualitative study led 
with players and old players, we propose a model of research illustrating the influence of the practice 
of the MMORPG on the player. 
Keywords: MMORPG, learning, managerial skills, guild, cognitive constructs of the player. 
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MMORPGs (Massively Multiplayer Online Role Playing Game) are role play games mostly multi-
player and were born in the mid-1990s, they were popularized through the game World of Warcraft. 
The MMORPG market in 2013 weighed almost $ 15 billion1, or more than 21% of the worldwide 
turnover of the video game reaching over $ 70 billion. 
Studies on virtual worlds management are numerous (Berente et al. 2011; Chaturvedi et al. 2011; Goel 
et al. 2011; Suh et al. 2011) and even encouraged (Wasko et al. 2011). Sometimes spending several 
hours in front of their screens, MMORPG players do not remain passive and can live unique and 
sometimes unusual gaming experiences such as virtual funeral for a deceased player in real life2. In 
another words, MMORPGs are increasingly the subject of scientific studies on the development of 
managerial skills such as leadership (Jang and Ryu 2011; Mysirlaki 2011; Mysirlaki and Paraskeva 
2012; Nuangjumnonga and Mitomo 2012; Prax 2014). Experiments in Guild (group of players) in 
MMORPGs also attract the interest of researchers (Kang et al. 2009; Ang and Zaphiris 2010; Zhong 
2011) since they are the crossroads of social interactions and exchanges between players. This is also a 
true virtual organizations where missions can be leaded under the name instance or raid. 
In a previous studies of MMORPG players (Chollet et al. 2013), many testimonies were part of a mo-
bilization phenomenon and learning various skills both cognitive and managerial. Based on this evi-
dence, the study currently aims to provide a research model on the learning phenomenon in 
MMORPGs. This research’s objective requires: (1) identification of specific cognitive factors influ-
encing the player to the learning phenomenon, (2) the definition of managerial skills that can be de-
veloped through practice MMORPG, (3) the distinction of moderating variables of the learning phe-
nomenon and (4) the existence of a link between virtual life and real life. 
To meet these objectives, we present at first the theoretical framework in which this research is in pro-
gress. Then, in a second part, we present the methodology adopted before proposing the research mod-
el on which is based the results of the qualitative study. 
1 Theoretical Framework 
1.1 Interactions between Society and Technology 
In view of technological determinism, society does not influence the technique (which evolves alone), 
but the technique itself can influences society (Ellul 1954; Winner 1977; Zuboff 1988; Vinck 1997; 
Vendramin and Valenduc 2005). However, many past technologies but also present and future are the 
result of social interactions but also influences the economic, political and social world. This link be-
tween hardware and society refers to the work on the sociomateriality (Orlikowski 2010) considering a 
construction of the item on the dynamics of social life, "materiality isn’t just something you can re-
sume to things" to the material world. "[ . ..] Materiality is imbued with culture, language, imagina-
tion, memory. It cannot be reduced to mere objects or pure objectivity"(Dale 2005, p. 652). This theo-
ry is linked to the Social Construction of Technology (SCOT), highlighting the co-construction of na-
ture that occurs between technology and society (Pinch and Bijker 1984). 
                                                     
1 The Global MMO Games market : payments, intelligence and trends (2013) : http://www.globalcollect.com/the-global-
mmo-games-market 
2 Funérailles en ligne pour une joueuse de WoW (2005) : http://www.journaldugamer.com/2005/11/06/funeraille-en-ligne-
pour-une-joueuse-de-wow/ 
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1.2 Learning in Society via the Technology 
Among the theories of learning, some involve in both learning in society and with technology. Thus, 
the Social Learning Theory (SLT) (Bandura 1977) emphasizes a learning called "vicarious" which is 
realized through observation and imitation of physical models, symbolic or imaginary. In addition, 
through training and group learning, a social facilitation effect is created to improve the performance 
of the individual. Thus, the SLT emphasizes the importance of the learner's interactions with behavior-
al, cognitive and environmental factors. Finally, linked to social constructivism and learning theories, 
the theory Connectivism highlights the contribution of technology in the learning of individuals (Sie-
mens 2005). In other words, the technologies and the current digital age facilitates the linking of indi-
viduals and learning, such as learning with a computer only without any physical trainer. 
With over 60 years of history (Ichbiah 2009; Cario 2011), the video game technology has evolved so 
much from a technical point of view (black and white graphics passage to a faithful image synthesis to 
reality), as a social standpoint (passage of individual game online gambling). Some anecdotes like the 
Crash of Video Game in 1983 or the transition to 3D with the mid-1990s recall that the video game 
industry is primarily a flexible technology where innovations but also technological orientation and its 
use come from both designers as well as players. MMORPGs are thus a contemporary illustration of 
the previous theories presented above. Our study focuses on the interaction between MMORPG and 
society via their users in a perspective of social learning. To provide a research model, we conducted 
an exploratory study and present the different results in terms of literature. 
2 Research Methodology 
In order to better understand the interaction between technology and MMORPG players, we conducted 
a qualitative study (Chollet et al. 2013) by semi-structured interview (Wacheux 1996) with 13 players 
and former players of MMORPG. The topics covered in the interview included: (1) the relationship 
between the player and the video game technology, (2) the experiences of real-life games and (3) the 
relationship between the player and his professional life. 
The final sample consisted of 9 men and 4 women, aged between 21 to 48 years old. The average age 
is 31 years old. Out of the 13 individuals, 10 are active and three have stopped MMORPGs. The pur-
pose of this study was to gather the players experiences on MMORPG. 
By analyzing the data collected, we conducted a content analysis (Aktouf 1987) in two steps: a the-
matic analysis and lexical analysis (Fallery and Rodhain 2007). First, a thematic analysis was per-
formed with extraction of verbatim from the corpus of the interviews. A total of 348 categories of ver-
batim were created and characterized by one or two keywords. A cloud of keywords was carried out to 
highlight the main themes. To help us, a lexical analysis was performed with the software Alceste. A 
first analysis with the guild as discriminating variable (if the player belongs or belonged to a guild) has 
enabled us to bring out four classes with different keywords. The second lexical analysis on the same 
body but with discriminating variables for individual characteristics, has allowed us to know the pro-
files assigned to the classes of words. Finally, a reconciliation between the thematic analysis and both 
lexical analysis was performed (Appendix A). The benefit of this merger is within the confrontation 
between a thematic manual analysis and automated lexical analysis 
3 Proposed Research Model 
In order to provide a research model, we rely on previous learning models from literature as well as 
verbatim excerpts from the qualitative study. Thus, we address first the MMORPG as a learning vec-
tor, then the factors of the internal condition in the player before identifying the managerial skills that 
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can be developed. Finally, we identify moderating factors and influence on the life and work of the 
player before proposing the research model. 
3.1 MMORPG are like Learning Vector in the Player 
The study shows first a very ancient complicity between the player and video games, "it can be said 
that video games have punctuated my life since I was little". For most interviewed players, video 
games allowed them to grow and have interests and cultural references related to gaming area, "all my 
references and my interests [...] gravitate to it and were defined by video games I played when I was a 
kid". The realization of this development with video games and therefore MMORPG illustrate both on 
the development of the player in his personal life, professional life and also digital or virtual life. This 
form of learning via technology is reminiscent of the foundations of connectivism, an emerging para-
digm in learning theory (Kop and Hill 2008; Bell 2010). Literature already offers several models of 
research around learning and integrates both the social dimension and the characteristics of the user 
and the media. 
3.1.1 The General Learning Model in Video Games 
Inspired by the work of Bandura on social learning (Bandura 1977, 1991), the General Learning Mod-
el (GLM) (Appendix B) by Buckley & Anderson (2006) was designed for the media game video and 
says that learning through the media is a continuous cycle of interaction. First personal variables such 
as attitudes, beliefs, past experiences, emotions and behavioral tendencies and situational variables 
characterized by the media itself influences the internal state of the player on three levels: cognition 
(patterns, attitudes), affect (mood, emotions and behavior) and the psychological awakening of the 
player (excitement, encouragement, encouragement). The personal and situational variables are 
grouped under the term "gaming". Finally, the internal condition of the player in turn influences the 
assessment, decision-making and behavior as a learning phenomenon occurs by the player within the 
game. These learning situations will end the cycle influencing personal and situational variables. Ac-
cording to the authors: "People can learn many complex behaviors, attitudes, expectations, beliefs and 
perception patterns through observation and participation in video games" (Buckley and Anderson 
2006, p. 368). 
3.1.2 The Model of Social Meaning in Video Games 
Offered by Murphy (2007), the Social Meaning Framework (SMF) is based on the participation of 
players in online gaming (Appendix C), the MMORPG bringing an evolution into GLM of Buckley & 
Anderson (2006). According to the author, the GLM does not take into account an important aspect in 
online games which is the presence of other players and the communication between them. Thus Mur-
phy offers a frame near of GLM where a meaning is created by the interaction between the player, the 
game and other players. 
In developing our research model, we draw from the two existing models in the literature. 
3.2 Factors of the Internal Condition in the Player 
In accordance with the models presented above, the internal state of the player is an essential step in 
the learning cycle in MMORPGs. We detail the various concepts identified component inside the 
player's state.  
3.2.1 Pleasure 
When a player is playing a MMORPG, one of the main motivations regarding the expected is the 
pleasure to play or at least the perception that the player has (Chang et al. 2008). Playing with others is 
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also a primary factor in the pleasure of playing a MMORPGs (Chen et al. 2006). In the exploratory 
study, the pleasure of playing can both be present: "I play for the fun of playing", seen as a moment of 
relaxation: "I play as passionate for fun, to relax. I practice every day [...] is like a trigger", but also 
be lost when the constraints of the game are too strong: "It may be difficult to imagine, but there is no 
really fun game, there are only obligations. This to move forever, be the best". 
3.2.2 Self-Esteem 
Several studies on MMORPG introduce the concept of self-esteem (Ryan et al. 2006; Stetina et al. 
2011). In our exploratory survey, respondents did not explicitly mentioned self-esteem but the image 
reflected by the player can be altered: "in video games, you still have to have a facade because it is 
hard to be the same in video games and in reality", otherwise it can improve the image that the player 
has of himself: "I am a little less shy, I discovered that I could be passionate about something and that 
I could dedicate myself and concentrate over time, something I wasn't so sure about a few years ago". 
3.2.3 Self-Efficacy 
In any video game, the action of a mission or task is an important element in the progress of the game. 
The feeling of self-efficacy can be mobilized to assess the degree of accomplishment in video games 
(Lieberman 1997; Klimmt and Hartmann 2006) which in MMORPG (Pavlas 2010). Self-efficacy is 
also one of the pillars of social learning as defined by Bandura (1994). At several points, the players 
interviewed have expressed a sense of accomplishment through the MMORPG, both from a personal 
point of view: "the online video game, MMO, therefore, taught me to more easily reach out to others 
[...] be able to be more open to strangers", and in terms of challenges to succeed: "We like to also 
make challenges that are inside the game: for example as boss killed without killing his henchmen and 
every time there are rewards. We had made all such deeds in the previous extension". 
3.2.4 Emotivity 
Via the practice of video games, designers incorporate elements allowing the player to experience 
emotions ranging from fear to joy through pain. The literature on emotions transmitted in video games 
and felt by the players is quite rich (Bouldoires 2006; Ochs et al. 2009; Geslin 2013). The players in-
terviewed also mention emotions in video games and MMORPG: "there is more and more emotions, 
feelings, people become really friends, confidants" or "when played much and often [...] inevitably 
there are emotions that involve them, feelings that apply "or more generally "there are games that 
made me cry, games that have me smile, games that scares me. It's a range of emotions as in daily 
life". 
3.2.5 Flow (immersion) 
The flow represents the state of immersion reached by an individual in an activity giving it optimum 
psychological state (Csikszentmihalyi 1991). Several studies on video games consider the flow as an 
important factor in the study of video game players (Nacke and Lindley 2008; Wang et al. 2008, 
2009). To understand if the disposal occurs in the learning phenomenon among the players, and we 
retain this city concept in the exploratory study, "it's true that when you are young, we enter more eas-
ily into a game and so obviously immersion is easier and you feel the strongest things with more ex-
citement". 
3.3 Learning Management Skills in the Player 
Within the meaning of Bartram (Bartram 2005), managerial skills could be developed in particular by 
the guild leader (group of players) of their activity into management situations within the meaning of 
Girin (1990). We will detail the various concepts selected. 
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A previous study (Xanthopoulou and Papagiannidis 2012) already showed a leadership learning phe-
nomenon among MMORPG players being at the head of a guild. The size of the guilds can sometimes 
go up to several hundred members with a hierarchy. The exploratory study shows several leadership 
styles adopted by players who have or had positions of responsibility in the game, as a rather selfless 
style: "We must learn the strategies on bosses, must be explained, learn to manage a group who will 
do what..." or authoritarian: "We must  be very hard when managing people [...] not hard in the un-
pleasant sense, but in the authoritarian direction and get to impose ourselfs". 
3.3.2 Decision Making 
In MMORPGs, players with responsibilities often have to decide on strategies and to make decisions 
within the moment, as in the instances and raids where the time for reflection is highly restricted. It is 
therefore important to a guild leader or officer responsible for overseeing the group to make a decision 
quickly. As already mentioned in the literature (Neto et al. 2011), the decision making in MMORPGs 
is also clear from the exploratory study, "with that kind of responsibility, I have learned to have reflex-
es who, what, where, how have management reflexes systematically in the video game I have". 
3.3.3 Communication 
The community aspect of MMORPG promotes interaction between players and by extension the ver-
bal and written communication. MMORPG thus represent a privileged communication channel for 
interaction between the players and improves the social aspect in the player (Peterson 2012). The re-
sults of the exploratory study show that learning to communicate seem to exist in the MMORPG: 
"taught me that communication with other people", and take an important place in the game experi-
ence, "in a MMO you have to communicate, it is very important if you want to go on playing". 
3.3.4 Coordination 
In instances and raids, the guild is obliged to coordinate and collaborate to achieve the objective 
sought (Chen 2009). Each member has a specific role and synergy of everyone's skills allows the suc-
cess or not of the goal. Coordination enables according Philippette (2014) play well together in 
MMORPGs. The exploratory study joins those studies like this excerpt: "The practice of MMO taught 
mainly to play online and see all the behaviors of players there may be. These are people who are dif-
ferent and these people have a different style of play and I had to learn to coordinate, not necessarily 
everyone plays the same way but each have the same purpose at the same time". 
3.4 Moderating Effects on Learning 
Several concepts may offset the learning of managerial skills. We will present these moderating ef-
fects. 
3.4.1 The Role of the Player 
In an MMORPG, each player can have one or more roles depending on the features of his character. 
From experience of the researcher on MMORPG, different roles have been identified (Chollet et al. 
2013). The exploratory study also shows the importance of the roles in the game: "When also manages 
a guild, [...] it is necessary that everyone plays his role so it is interesting" It is not uncommon to have 
several roles, "I've often had an officer roles, not necessarily important officer roles, but I had a lot of 
ancillary roles". 
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Discussed extensively in literature (Valleur 2006; Kuss and Griffiths 2012;. Tisseron et al 2012), ad-
diction in video games may have a moderating role in learning of managerial skills. Some interview-
ees’ players experienced this phenomenon of addiction: "I was addicted to some online RPGs, I was 
addicted and it was very hard to pull off", which can have an impact on the health of the individual 
"Some weekends I would not sleep". 
3.4.3 Control Variables 
Much research in information systems combine features on users (Jarvenpaa and Staples 2000; Fraser 
et al. 2001) that could lead to differences in the use of information systems (Gefen and Straub 1997). 
In the use of MMORPG, we take the characteristics of previous studies (Griffiths et al. 2004; Yee 
2006), for example, age, gender, marital status or level of education. 
3.5 Influence of MMORPG on the Personal and Professional Life 
Video Game Player should not forget the importance of personal, family and professional life. The 
balance between these can sometimes be a source of disagreement or disturbance as shown in the tes-
timony of one of the interviewees: "I was scolded by my wife at first because I was leaving, I fled say-
ing "I have a good raid, must I go away" and I was scolded", or instead as a beneficial link: "I would 
love to combine my passion with my mastery of languages, and I'd love to work in the translation of 
the video game" or "if we manage a guild that will teach us necessarily to learn the resources, the 
team management,  it can play on the evolution level because we get to do different things, to be more 
versatile, and to have some experience in the game that can enable a shift in position". 
These statements join previous studies on balancing work and family life such as that of Ahuja et al. 
(2007). 
3.6 Research Design 
After presenting the different concepts, and we propose the following research model for learning 
managerial skills in MMORPGs next several intrinsic elements to the game and the player (gaming) 
and extrinsic (internal state of the player, addiction and role) moderated by addiction and role, as well 
as the link between the player and living real life (Figure 1). This model is based on General Learning 
Model (Buckley and Anderson 2006) and Social Meaning Framework (Murphy 2007), themselves 
based on Bandura’s Theories (1977, 1986). 
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Figure 1. Research Model. 
4 Perspectives and Contributions 
Already being validated, a quantitative exploratory phase validated the model of different measure-
ment instruments to assess different concepts presented in this research. Data collection for the quanti-
tative phase is over. In total, via an online survey edited thanks to the tool named Eval and Go, 707 
answers were collected in the exploratory quantitative phase, but only 414 answers are exploitable. For 
the confirmatory quantitative phase, 3 690 answers were collected but only 2 628 are exploitable. Data 
processing of the quantitative phase will be able to test hypothesis of the model. For the data pro-
cessing, the AMOS software will be used. Inspired by the GLM and SMF, this model highlights a 
learning process of managerial skills by MMORPG players. In 2007, Reeves Professor of Stanford 
University and a specialist in interactive media, including online games said: "If you want to see what 
the corporate leadership might look like in three to five years, look whats happening in online games". 
This statement corroborates an article in the Harvard Business Review3 showing that leadership tech-
niques adopted in video games could step changes on how managers of tomorrow and those of today 
could improve. A real example of the contribution of MMORPG for the player can be illustrated with 
the case of Heather Newman, an American of 43 years old, recruited in 2014 in the University of 
Michigan as the director of communication and information for his talents as a leader in the 
MMORPG World of Warcraft as well as his ability to speak in geek to students thanks to its gaming 
culture. 
                                                     
3 Leadership’s Online Labs (2008) : « http://hbr.org/2008/05/leaderships-online-labs/ar/1 » 
Chollet et al. / Learning Phenomena of MMORPG Players 
 
 




Ahuja, M. K., Chudoba, K. M., Kacmar, C. J., McKnight, D. H., and George, J. F. 2007. “IT Road 
Warriors: Balancing Work-Family Conflict, Job Autonomy, and Work Overload to Mitigate Turn-
over Intentions,” MIS Quarterly (31:1), pp. 1–17. 
Aktouf, O. 1987. Méthodologie des sciences sociales et approche qualitative des organisations: une 
introduction à la démarche classique et une critique, Sillery: Presses de l’Univ. du Québec. 
Ang, C. S., and Zaphiris, P. 2010. “Social Roles of Players in Mmorpg Guilds,” Information, Commu-
nication & Society (13:4), pp. 592–614. 
Bandura, A. 1977. Social Learning Theory (1st edition.), Englewood Cliffs, NJ: Prentice-Hall. 
Bandura, A. 1986. Social foundations of thought and action: A social cognitive theoryPrentice-Hall 
series in social learning theory. (Vol. xiii), Englewood Cliffs, NJ, US: Prentice-Hall, Inc. 
Bandura, A. 1991. “Social cognitive theory of self-regulation,” Organizational Behavior and Human 
Decision Processes (50:2), pp. 248–287. 
Bandura, A. 1994. “Self-Efficacy,” in The Corsini Encyclopedia of Psychology, John Wiley & Sons, 
Inc. 
Bartram, D. 2005. “The Great Eight competencies: a criterion-centric approach to validation,” The 
Journal of Applied Psychology (90:6), pp. 1185–1203. 
Bell, F. 2010. “Connectivism: Its place in theory-informed research and innovation in technology-
enabled learning,” The International Review of Research in Open and Distributed Learning (12:3), 
pp. 98–118. 
Berente, N., Hansen, S., Pike, J. C., and Bateman, P. J. 2011. “Arguing the Value of Virtual Worlds: 
Patterns of Discursive Sensemaking of an Innovative Technology,” MIS Q. (35:3), pp. 685–710. 
Bouldoires, A. 2006. “Le jeu vidéo au regard de la corporéité,” Communication. Information médias 
théories pratiques (Vol. 24/2), pp. 141–158. 
Buckley, K. E., and Anderson, C. A. 2006. “A Theoretical Model of the Effects and Consequences of 
Playing Video Games,” in Playing Video Games - Motives, Responses, and Consequences, Mah-
wah, NJ: LEA., pp. 363–378. 
Cario, E. 2011. Start ! : La grande histoire des jeux vidéo, Editions de la Martinière. 
Chang, K., Koh, A., Low, B., Onghanseng, D., Tanoto, K., and Thuong, T. 2008. “Why I Love This 
Online Game: The MMORPG Stickiness Factor,” ICIS 2008 Proceedings. 
Chaturvedi, A. R., Dolk, D. R., and Drnevich, P. L. 2011. “Design Principles for Virtual Worlds,” MIS 
Q. (35:3), pp. 673–684. 
Chen, M. G. 2009. “Communication, Coordination, and Camaraderie in World of Warcraft,” Games 
and Culture (4:1), pp. 47–73. 
Chen, V. H.-H., Duh, H. B.-L., Phuah, P. S. K., and Lam, D. Z. Y. 2006. “Enjoyment or Engagement? 
Role of Social Interaction in Playing Massively Mulitplayer Online Role-Playing Games 
(MMORPGS),” in Entertainment Computing - ICEC 2006Lecture Notes in Computer Science, R. 
Harper, M. Rauterberg, and M. Combetto (eds.), Springer Berlin Heidelberg, pp. 262–267. 
Chollet, A., Bourdon, I., and Rodhain, F. 2013. “Comportements et compétences managériales des 
joueurs de jeux vidéo en ligne massivement multi-joueurs en situation de groupe : un cas de gami-
fication,” in Actes de la 1ère Journée AIM Serious Game et SI, Grenoble, p. 30. 
Csikszentmihalyi, M. 1991. Flow: The Psychology of Optimal Experience, Harper & Row. 
Dale, K. 2005. “Building a Social Materiality: Spatial and Embodied Politics in Organizational Con-
trol,” Organization (12:5), pp. 649–678. 
Ellul, J. 1954. La technique, ou, l’enjeu du siècle (1ere edition.), Paris: Armand Colin. 
Fallery, B., and Rodhain, F. 2007. “Quatre approches pour l’analyse de données textuelles: lexicale, 
linguistique, cognitive, thématique,” in 16ème Conférence Internationale de Management Straté-
gique. 
Chollet et al. / Learning Phenomena of MMORPG Players 
 
 
Ninth Mediterranean Conference on Information Systems (MCIS), Samos, Greece, 2015 10 
 
 
Fraser, V., Marcella, R., and Middleton, I. 2001. “Employee perceptions of knowledge sharing: Em-
ployment threat or synergy for the greater good? A case study,” Competitive Intelligence Review 
(11:2), pp. 39 – 52. 
Gefen, D., and Straub, D. W. 1997. “Gender Differences in the Perception and Use of E-Mail: An Ex-
tension to the Technology Acceptance Model,” MIS Quarterly (21:4), pp. 389–400. 
Geslin, E. 2013. “Processus d’induction d’émotions dans les environnements virtuels et le jeu vidéo,” 
Ecole nationale supérieure d’arts et métiers - ENSAM. 
Girin, J. 1990. “L’analyse empirique des situations de gestion: éléments de théorie et de méthode,” 
Epistémologies et sciences de gestion, Economica, pp. 141–182. 
Goel, L., Johnson, N. A., Junglas, I., and Ives, B. 2011. “From Space to Place: Predicting Users’ Inten-
tions to Return to Virtual Worlds,” MIS Q. (35:3), pp. 749–772. 
Griffiths, M. D., Davies, M. N. O., and Chappell, D. 2004. “Online computer gaming: a comparison of 
adolescent and adult gamers,” Journal of AdolescenceVideo Games and Public Health (27:1), pp. 
87–96. 
Ichbiah, D. 2009. La Saga des Jeux Vidéos (5e Revue et augmentée.), Pix’N Love Editions. 
Jang, Y., and Ryu, S. 2011. “Exploring Game Experiences and Game Leadership in Massively Multi-
player Online Role-Playing Games: Exploring Game Leaderships in MMORPGs,” British Journal 
of Educational Technology (42:4), pp. 616–623. 
Jarvenpaa, S. L., and Staples, D. S. 2000. “The use of collaborative electronic media for information 
sharing: an exploratory study of determinants,” The Journal of Strategic Information Systems (9:2–
3), pp. 129–154. 
Kang, J., Ko, I., and Ko, Y. 2009. “The Impact of Social Support of Guild Members and Psychological 
Factors on Flow and Game Loyalty in MMORPG,” in 42nd Hawaii International Conference on 
System Sciences, 2009. HICSS ’09, Presented at the 42nd Hawaii International Conference on Sys-
tem Sciences, 2009. HICSS ’09, , January, pp. 1–9. 
Klimmt, C., and Hartmann, T. 2006. “Effectance, Self-Efficacy, and the Motivation to Play Video 
Games,” in Playing video games: Motives, responses, and consequencesP. Vorderer and J. Bryant 
(eds.), Mahwah, NJ, US: Lawrence Erlbaum Associates Publishers, pp. 133–145. 
Kop, R., and Hill, A. 2008. “Connectivism: Learning theory of the future or vestige of the past?,” The 
International Review of Research in Open and Distributed Learning (9:3). 
Lieberman, D. A. 1997. “Interactive video games for health promotion: Effects on knowledge, self-
efficacy, social support, and health,” in Health promotion and interactive technology: Theoretical 
applications and future directionsLEA’s communication series., teractive video games for health 
promotion: Effects on knowledge, self-efficacy, social support, R. L. Street, Jr., W. R. Gold, and T. 
R. Manning (eds.), Mahwah, NJ, US: Lawrence Erlbaum Associates Publishers, pp. 103–120. 
Murphy, S. 2007. “A Social Meaning Framework for Research on Participation in Social Online 
Games,” Journal of Media Psychology (12:3), pp. 13–23. 
Mysirlaki, S. 2011. Leadership in a Networked World: The Case of Massive Multiplayer Online Envi-
ronments. 
Mysirlaki, S., and Paraskeva, F. 2012. “Leadership in MMOGs: A Field of Research on Virtual 
Teams,” Electronic Journal of e-Learning (10:2), pp. 223–234. 
Nacke, L., and Lindley, C. A. 2008. “Flow and Immersion in First-person Shooters: Measuring the 
Player’s Gameplay Experience,” in Proceedings of the 2008 Conference on Future Play: Research, 
Play, ShareFuture Play ’08, New York, NY, USA: ACM, pp. 81–88. 
Neto, H. C. S., Carvalho, L. F. B. S., Paraguaçu, F., and Lopes, R. V. V. 2011. “A MMORPG Deci-
sion-Making Model Based on Persuasive Reciprocity,” in Integrated Uncertainty in Knowledge 
Modelling and Decision MakingLecture Notes in Computer Science, Y. Tang, V.-N. Huynh, and J. 
Lawry (eds.), Springer Berlin Heidelberg, pp. 33–47. 
Nuangjumnonga, T., and Mitomo, H. 2012. “Leadership development through online gaming,”. 
Ochs, M., Sabouret, N., and Corruble, V. 2009. “Simulation de la dynamique des émotions et des rela-
tions sociales de personnages virtuels,” Revue d’intelligence artificielle (23:2-3), pp. 327–357. 
Chollet et al. / Learning Phenomena of MMORPG Players 
 
 
Ninth Mediterranean Conference on Information Systems (MCIS), Samos, Greece, 2015 11 
 
 
Orlikowski, W. J. 2010. “The sociomateriality of organisational life: considering technology in man-
agement research,” Cambridge Journal of Economics (34:1), pp. 125–141. 
Pavlas, D. 2010. “A model of flow and play in game-based learning: The impact of game characteris-
tics, player traits, and player states,” University of Central Florida, Orlando, Florida. 
Peterson, M. 2012. “Learner interaction in a massively multiplayer online role playing game 
(MMORPG): A sociocultural discourse analysis,” ReCALL (24:03), pp. 361–380. 
Philippette, T. 2014. “Bien jouer ensemble : les activités de coordination des joueurs de jeux de rôle en 
ligne massivement multijoueurs,” Faculté des sciences économiques, sociales, politiques et de 
communication. 
Pinch, T. J., and Bijker, W. E. 1984. “The Social Construction of Facts and Artefacts: or How the So-
ciology of Science and the Sociology of Technology might Benefit Each Other,” Social Studies of 
Science (14:3), pp. 399–441. 
Prax, P. 2014. “Leadership Style in World of Warcraft Raid Guilds,”. 
Ryan, R. M., Rigby, C. S., and Przybylski, A. 2006. “The Motivational Pull of Video Games: A Self-
Determination Theory Approach,” Motivation and Emotion (30:4), pp. 344–360. 
Stetina, B. U., Kothgassner, O. D., Lehenbauer, M., and Kryspin-Exner, I. 2011. “Beyond the fascina-
tion of online-games: Probing addictive behavior and depression in the world of online-gaming,” 
Computers in Human BehaviorCurrent Research Topics in Cognitive Load Theory Third Interna-
tional Cognitive Load Theory Conference (27:1), pp. 473–479. 
Suh, K.-S., Kim, H., and Suh, E. K. 2011. “What if Your Avatar Looks Like You? Dual Congruity 
Perspectives for Avatar Use,” MIS Q. (35:3), pp. 711–730. 
Vendramin, P., and Valenduc, G. 2005. “Technologie et société, destins croisés,”. 
Vinck, D. 1997. Sociologie des Sciences, Paris: Armand Colin. 
Wacheux, F. 1996. Méthodes qualitatives et recherche en gestion, Economica. 
Wang, C. K. J., Khoo, A., Liu, W. C., and Divaharan, S. 2008. “Passion and intrinsic motivation in 
digital gaming,” Cyberpsychology & behavior: the impact of the Internet, multimedia and virtual 
reality on behavior and society (11:1), pp. 39–45. 
Wang, C. K. J., Liu, W. C., and Khoo, A. 2009. “The Psychometric Properties of Dispositional Flow 
Scale-2 in Internet Gaming,” Current Psychology (28:3), pp. 194–201. 
Wasko, M., Teigland, R., Leidner, D., and Jarvenpaa, S. 2011. “Stepping into the Internet: New Ven-
tures in Virtual Worlds,” MIS Q. (35:3), pp. 645–652. 
Winner, L. 1977. Autonomous Technology: Technics-out-of-control as a Theme in Political Thought, 
MIT Press. 
Xanthopoulou, D., and Papagiannidis, S. 2012. “Play online, work better? Examining the spillover of 
active learning and transformational leadership,” Technological Forecasting and Social Change 
(79:7), pp. 1328–1339. 
Yee, N. 2006. “The demographics, motivations, and derived experiences of users of massively multi-
user online graphical environments,” Presence (15:3), pp. 309–329. 
Zhong, Z.-J. 2011. “The effects of collective MMORPG (Massively Multiplayer Online Role-Playing 
Games) play on gamers’ online and offline social capital,” Computers in Human Behavior (27:6), 
pp. 2352–2363. 






Chollet et al. / Learning Phenomena of MMORPG Players 
 
 
Ninth Mediterranean Conference on Information Systems (MCIS), Samos, Greece, 2015 12 
 
 




Lexical with "guild" varia-
ble 
ANALYSE 2-B 
Lexical with "personal" varia-
bles 
SYNTHESIS 
Main keywords 5 keywords 
corresponding to the class 




Family, Everyday life, Profes-
sional life, Personal life, Love, 
Social, Personality, Friendship, 
Relationship, Generation, Hu-
man, Violence, Environment, 
Blooming 
Classe 3 : People, Genera-
tion, Young person, English, 
environment 
Classe 3 : Woman, Master of 
Arts or Science, Phd, Active 
Players 
  
Classe 4 : A Levels, 31-60 years, 
Inactive Players 
Social 
Art, Culture, Language, Emo-
tion, Game, Leisure 
Classe 2 : Art, Purpose, 
Concept, Independent, 
Cinema 
Aucune classe correspondante Art 
Technology, Practice, Money, 
Activities, Industry 
Classe 1 : PC, Month, World 
of Warcraft, Play, to Buy 
Classe 1 : BTEC First Diploma, 
BTEC HND, 20-30 years 
Technology 
Conflict, Guild, Competition, 
Learning, Time, Experience, 
Change, Skill, Communication, 
Behavior, Community 
Classe 4 : Work, MMO, 
Colleague, Job, Learn 




Appendix B: General Learning Model (Buckley and Anderson, 2006) 
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Appendix C: Social Meaning Framework (Murphy, 2007) 
 
 
